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Harvesting Animal Parts 


There are various and highly detailed rule 
sets for harvesting creature parts. But my 
motto for rules is K.I.S.S. (Keep is simple 
stupid) whenever possible. Do not burden 
yourself with over complex rules when 
something simple is far easier to use. That 
is unless you want something complex then 
another source would be a better option for 
you. 


What you will find in this: 


Asimple, straight forward system for 
collecting parts from creatures and a basic 
list of creatures and the prices that | set for 
said items. This is not an exhaustive list, as 
a more complex system offers. It is a basic 
list for various creatures for quick reference. 
With the understanding that any similar 
creature not on this list can follow the same 
parts rules for similar parts that the players 
are attempting to obtain. Remember, it’s a 
K.I.S.S. system to work with and easier, and 
quicker to use. 


There is also my list of crafting items, mainly 
armor. | encourage DMs to ignore the DMG 
on the status of rarity of armor or weapons 
that use creature parts because the rarity is 
set almost entirely on the difficulty of 
obtaining the raw materials, not in making 
the said item. Charging your players insane 
prices for items for which they provide a 
craftsman with the rare raw materials for is 
seriously unfair to your PCs and punishing 
them for doing the hardest part of the work. 
Which is gathering the rare materials. 


For example: Dragon scale armor has a 
high price tag because of the risk and 


difficulty of a hunter in obtaining dragon 
scales. The risk involved is consummate 
with the cost of finished armor. It shouldn’t 
be that making the armor from the materials 
should also cost insane prices as you've 
already provided the rare materials for it to a 
professional to craft. 


Armor: Timeframe to make items 
- All light armor: 4 - 8 days 
- Hide: 4 - 7 days 
- Chain Shirt: 3 - 6 weeks 
- Scale Mail: 10 - 30 days 
- Breastplate: 1 - 3 weeks 
- Half plate: 2 - 5 weeks 
- Ring Mail: 3 - 8 weeks 
- Chain Mail: 1 - 3 months 
- Splint: 3 - 5 months 
- Plate: 4 - 8 months 


Useful Creature Parts 


PCs can either transport the entire dead 
creature or collect specific parts using a DC. 
To harvest a part from a creature it can take 
15 minutes to 1 hour, based on the size of 
the creature and the part wanted. 


All listed checks for creatures are Survival 
Checks to get creature parts. 


Internal and External checks have two 
different DC levels because external parts 
are, by their nature, easier to obtain. 
Internal parts take more skill and patience, 
as well as some knowledge, to get 
undamaged. 


Internal parts: to be located in the creature 
and be unharmed in extraction would 
require a DC check, with advantage if the 
PC is familiar with said creature. Like a 
Rangers Favored Foe mechanic. Or if the 
PC has spent time learning from, working as 
or with a professional hunter, either in their 
background or their profession, in relation to 
the type of creature, then the DC is lowered 
by 10. 


- Small/Medium - DC 15 
- Large - DC 20 

- Huge - DC 25 

- Gargantuan - DC 30 


External parts: Any part that is on the 
outside or easy to locate externally. Such as 
skin, fur, scales, horns, teeth, tongues, 
eyes, nails, wings, feathers, etc. Due to 
damage in combat there also might be 
multiple fur, scale, and hide checks based 
on the creature's size. Allowing the PCs to 
search different areas if a check fails to find 
useful parts undamaged (i.e., areas like a 
dragon's legs, tail, neck, back, belly) the 


larger that a creature is the more surface 
areas it has to locate something useful. The 
DM can decide how many useful fur/hide 
parts that are found based on how the 
creature died and the location of where it 
was found. 


For example: A creature only attacked from 
the front will have a high percentage of 
useful fur/hide on its back (for large and 
larger creatures only) but if a back check 
fails but a front one doesn't, the amount of 
useful material found by the PCs will be 
greatly reduced because this is where it 
took the brunt of the attack. The goal is to 
be fair, not to screw the PCs over. 


- Small/Medium - DC 8 check to 
remove an external part undamaged 
and one DC 10 check for fur/hide. 

- Large - DC 10 check to remove an 
external part undamage and one DC 
12 check for fur/hide. 

- Huge - DC 12 check to remove an 
external part undamaged and two to 
three DC 12 checks (based on 
creature) for fur/hide. 

- Gargantuan - DC 15 check to 
remove an external part undamaged 
and three to five DC 15 checks 
(based on creature) for fur/hide. 


Creature Parts Values: (not a full list but a 
base of useful items to be found) 
- Ankheg: Acid bladder (150 gp each) 
- Boggle: Oil (2 gp per ounce, 10 
ounces per creature) 
- Boneclaw: Bones (75 gp per arm or 
leg bone) 
- Displacer Beast: Blood (2 gp per 
ounce, up to 140 ounces each 
creature) 


Dragon: Horn (350 gp each), Skin 
(2,200 gp per square foot), Scales 
(525 gp each), Breath weapon 
bladder (700 gp), Teeth (3 gp each), 
Egg (300 gp each) 

Ettercap: Poison glad (40 gp each) 
Giant Spider: See Ettercap 

Hydra: Blood (10 gp per ounce, up 
to 1,200 ounces per creature), Teeth 
(2 gp each) 

Mimic: Adhesive juices (5 gp per 
ounce, 30 to 40 ounces per 
creature) 

Roper: Digestive fluids (20-40 gp 
per ounce, contains 30 to 40 ounces 
per Roper), Adhesive fluids (75-150 
gp per ounce, 15 to 30 ounces per 
Roper) 

Rust Monster: Exoskeleton shell 
(300 gp each) 

Snow Cat (and similar small to 
medium furry animals): Hide (5 gp 
each) 

Troll: Blood (35 gp per ounce, 160 
ounces per creature) 

Unicorn: Horn (400 gp each) 
Wyvern: Stinger with poison gland 
attached (125 gp each) 

Yeti: Fur hide (20 gp each) 


